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[0001] METHOD OF PLAYING A GAME THAT PROMOTES INTERACTIVE 
COMMUNICATION AND SCORING BETWEEN PLAYERS 

[0002] BACKGROUND 

[0003] The present invention is directed to games having educational benefits 
and, more specifically, is directed to a game and method for promoting interactive 
communication and scoring between players. 

[0004] Many board games are currently available that are both complex and 
interesting. In some cases, a board game may also teach a lesson which is implicit in 
the structure of the game. Many games have been developed that reward or penalize a 
player based on a player's progress along and location on a game board. 
Unfortunately, such games do not allow players to truly contemplate difficult choices 
and the values which are implicated by those choices due to the relatively rigid 
feedback, if any, provided by conventional board games, usually in the form of a 
predetermined award or penalty based on a player's progress along the game board. 
[0005] It would be advantageous to provide a game and method that preferably 
encourages interactive communication between players and that allows players to 
score each other while discussing various hypothetical situations. 

[0006] SUMMARY 

[0007] One embodiment of the present invention is directed to a method of 
playing a game that encourages a plurality of players to interactively communicate. 
The method includes: providing a player-in-turn with a hypothetical situation; the 
player-in-turn presents an analysis of what should be done in the hypothetical 
situation and provides reasoning supporting the analysis to at least one player-out-of- 
turn; each of the at least one player-out-of-turn evaluates the analysis and the 
reasoning of the player-in-turn and assigns a score to the player-in-turn based on the 
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evaluation; and using the scores to generate a ranking of the player-in-turn at the end 
of the game. 

[0008] BRIEF DESCRIPTION OF THE DRAWINGS 

[0009] The foregoing summary, as well as the following detailed description of 

the preferred embodiment of the present invention, will be better understood when 
read in conjunction with the appended drawings. For the purpose of illustrating the 
invention, there is shown in the drawings, an embodiment which is presently 
preferred. It is understood, however, that the present invention is not limited to the 
precise arrangement and instrumentality shown. In the drawings: 
[0010] Figure 1 is a plan view of a preferred game board according to the present 

invention which is suitable for use with the preferred method of the present invention; 
[00 1 1] Figure 2 is a bottom plan view of a card according to the present invention 

from a deck that is preferably used to organize a prearranged group of hypothetical 
situations; the bottom side of the card includes text representing a hypothetical 
situation and a unique identifier in a lower left corner thereof; 

[0012] Figure 3 is a preferred top plan view of the card of Figure 2 and preferably 

includes text representing the prearranged group to which the corresponding 
hypothetical situation on the bottom side of the card applies; 

[0013] Figure 4 is a bottom plan view of a card according to the present invention 

that includes text representing a hypothetical situation likely to be encountered by a 
child; 

[0014] Figure 5 is bottom plan view of a card according to the present invention 

that includes text representing a hypothetical situation commonly encountered by a 
spouse; 

[0015] Figure 6 is a bottom plan view of a card that includes text representing a 

hypothetical situation commonly encountered by adults; 

[0016] Figure 7 is a bottom plan of view of card according to the present 

invention that includes text representing a hypothetical situation commonly 
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encountered in the work place; 

[0017] Figure 8 is a perspective view of a die which is the preferred method of 
randomly determining the number of spaces that a player's game piece should advance 
when the player taking his or her turn as the player-in-turn; 

[0018] Figure 9 is a perspective view of two preferred game pieces for use by 
players to identify a player's position on the game board of Figure 1; it is preferred that 
each game piece identify a different value, or principle, which may be used by a player 
to evaluate a hypothetical situation; 

[0019] Figure 10 is a top plan view of a preferred form that can be used by a 
player-in-turn to organize his or her thoughts prior to making a presentation to the 
remaining players; 

[0020] Figure 11 is a top plan view of a preferred score sheet for use by a player 
designated to tally points for each player; 

[0021] Figure 12 is a perspective view of a pencil 40 which can be included as 
part of a kit to be used with the method of present invention; 

[0022] Figure 13 is a side elevational view of an hour glass which can be included 
as part of a kit for use with the method of the present invention; and 
[0023] Figure 14 is a top plan view of an instruction sheet that can be included 

as part of a kit for use with the method of the present invention. 

[0024] DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 
[0025] Certain terminology is used in the following description for convenience 

only and is not limiting. The words "right," "left," "top," and "bottom" designate 
directions in the drawings to which reference is made. The words "inwardly" and 
"outwardly" refer to directions toward and away from, respectively, the geometric 
center of the game board and designated parts thereof. The words "player-in-turn," as 
used in the claims and in the corresponding portions of the specification, mean "the 
player whose turn it is to move his or her game piece and to make a presentation in 
response to a hypothetical situation." The words "player-out-of-turn," as used in the 
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claims and in the corresponding portions of the specification, means "a player who is 
currently not moving his or her game piece and is not responsible to make a 
presentation based on hypothetical situation." Additionally, the words "a" and "one" 
are defined as including one or more of the referenced item unless specifically stated 
otherwise. The terminology of this application includes the words above specifically 
mentioned, derivatives thereof, and words of similar import. 

[0026] Referring to Figures 1-14, wherein like numerals indicate like elements 
throughout, a preferred embodiment of game for use with the preferred method of the 
present invention is shown. Briefly stated, the method of the present invention allows 
players the opportunity to be intellectually challenged in a cooperative, non- 
threatening environment in order to develop decision making capabilities based on 
principles that will foster the development of strong, productive relationships and 
enable individuals to reach greater levels of accomplishment. The development of 
improved decision-making capability that is made possible by the method of the 
present invention results from the players preferably interactively communicating with 
each other and scoring each other throughout the game. 

[0027] Referring to Figure 1, a preferred game board 20 preferably depicts the 
four seasons of a farming cycle as part of the games preferred emphasis that in order to 
reap an abundant harvest in any aspect of life, one must first: plan and prepare 
(commonly done during winter); plow the ground and plant seeds (commonly done 
during spring); water and cultivate the seeds (commonly done during summer); and 
collect the harvest (commonly done in the fall which is also referred to as harvest time). 
[0028] The method of the present invention preferably allows each of the players 

to take turns as a player-in-turn and, at other times, as one of the at least one player- 
out-of-turn. The method also preferably includes randomly determining a number of 
spaces 46 to advance a game piece 32 of one of the plurality of players who is currently 
the player-in-turn on the game board 20. Referring to Figure 8, the preferred method 
of randomly determining the number of spaces 46 to advance a game piece 32 is to roll 
at least one die 30. However, any method of randomly determining numbers can be 
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used without departing from scope of the present invention. Then, the game piece 32 
may be advanced by the number of spaces to a specific space 46 on the board 20. The 
spaces 46 preferably form a path that winds generally inwardly in a spiral fashion on 
the board 20. 

[0029] Each space 46 preferably includes score modifiers 48 that add or subtract 
points from the accumulated points of the player-in-turn based on a scenario described 
on the specific space onto which the game piece 32 is moved. For example, a space 46 
may display a score modifier of "+ 4" and include text stating "Train for and 
successfully complete a marathon." Alternatively, a space 46 may display a score 
modifier of"- 6" and state "Drop out of high school prior to graduation." It is preferred 
that each of the spaces 46 describe a real world situation and associate a positive or 
negative judgment of the situation using the score modifier 48. 
[0030] The method of the present invention includes providing a player-in-turn 

with a hypothetical situation such as those depicted by the text 24 in Figures 2 and 4- 
7. Each of the hypothetical situations preferably challenges the player-in-turn to 
evaluate a difficult situation based on a principled analysis. For example, the 
hypothetical situation presented on a card could be "the supervisor you work for is 
clearly a well intentioned person who is generally very agreeable to work with. 
However, for last few days he has provided overly detailed instructions which you feel 
are insulting and may reflect a low opinion of your intellect." The player-in-turn would 
then have to determine how such a situation should be handled. 
[0031] It is preferred that the hypothetical situations are provided in 
prearranged groups (e.g, in multiple decks of cards) from which an individual 
hypothetical situation may be provided to the player-in-turn. The preferred 
embodiment includes multiple decks of hypothetical situations that are organized into 
multiple groups. Each group corresponds to a separate type of hypothetical situation. 
Some groups that the hypothetical situations can be arranged into are those situations 
that: may be encountered by parents, by children, by spouses, by adults and by 
participant's in the workplace. 
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[0032] It is also preferred that at least some of the plurality of designated spaces 
46 on the game board 20 correspond to one of the prearranged groups of hypothetical 
situations (i.e., preferably corresponds to one of the multiple groups of hypothetical 
situations). For example, the decks that each represent prearranged hypothetical 
situations can each color coded to correspond to specific spaces 46 on the board 20. 
[0033] It is preferred that each of the decks of cards contain hypothetical 
situations that only pertain to its group's respective subject matter. It is preferred that 
each card include a unique identifier 26 to allow players to later review their scores 
and the specific hypothetical situations in which the scores were given. It is preferred 
that each deck of cards be identified by a separate color which corresponds to colors of 
the spaces 46 on the game board 20. Accordingly, once the player -in-turn moves their 
game piece 32 by a randomly determined number of spaces to a specific space 46 on the 
board, it is preferred that the hypothetical situation with which the player-in-turn is 
presented is selected from one of the multiple groups of hypothetical situations that 
corresponds to the specific color of the space 46 on the game board 20 to which the 
player-in-turn's game piece 32 is advanced. 

[0034] Referring to Figure 10, it is preferred that the player-in-turn has the 
opportunity to write notes corresponding to reasons that will be used to support the 
player-in-turn's presentation of what should be done in a particular hypothetical 
situation. A form 36 for recording notes preferably includes a title field 50, a value list 
field 52, a scenario identifier field 54, and principle notation fields 56. The preferred 
values contained in the value list field 52 are: vision; responsibility; trust; discipline; 
loyalty; perseverance; faith; patience; work; honesty; compassion; courage; respect; 
empathy; and love. The preferred form 36 is used as follows. Once a player-in-turn 
has read the text 24 describing the hypothetical situation of interest, the player-in-turn 
records the unique situation identifier 26 for the hypothetical in the scenario identifier 
field 54 of the form 36. Then, the player-in-turn determines how the hypothetical 
situation should be handled and makes notes as to which principles justify his or her 
position. It is preferred that a separate principle is listed in each of the principle 
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notation fields 56 along with details as to how that particular principle supports the 
player-in-turn's upcoming presentation. In another embodiment, the player-in-turn 
does not make notes. 

[0035] Then, the player-in-turn presents an analysis of what should be done in 
the hypothetical situation and provides reasoning supporting the analysis to at least 
one player-out-of-turn. It is preferred that the reasoning include at least one of a 
plurality of principles listed on a master list or in the value list field 52 of the form 36. 
It is also preferred that the player-in-turn have only a limited time to present his or 
her analysis and supporting reasoning. Referring to Figure 13, an hour glass 42 may 
be used to regulate the time allotted to the player-in-turn. 

[0036] Then, each of the at least one players-out-of turn evaluates the analysis 
and reasoning of the player-in-turn and assigns a score to the player-in-turn based on 
the evaluation. It is preferred, but not necessary, that the score range on scale of zero 
(0) to ten (10) with the higher scores representing stronger agreement. It is preferred 
that a separate score sheet 38 be used for each player to determine the total point score 
of the corresponding player at the end of the game. While it is preferred each of the 
players-out-of-turn score the player-in-turn's presentation, the player-in-turn can be 
scored by a single player-out-of-turn without departing from the scope of the present 
invention. 

[0037] Referring to Figure 11, the preferred score sheet includes an event 
number field 58, a position points field 60, a scenario identifier field 54, an average 
score field 62, a notation field 64, a bonus points field 66, and a total score field 68. It 
is preferred that each player-in-turn is assigned position points depending upon the 
score modifier 48 located on each space 46 onto which a player-in-turn's game piece 32 
is positioned. Each time a player takes a turn as the player-in-turn, a separate event 
row is preferably filled in with the appropriate score after the score modifier 48 is 
recorded in the position point field 60 and the hypothetical identifier 26 is recorded in 
the scenario identifier field 54. Once each of the players-out-of-turn generates a score 
for the presentation of the player-in-turn, the scores are preferably averaged and the 
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resulting average score is recorded in the average score field 62. While one preferred 
method of scoring a player-in-turn has been disclosed above, those of ordinary skill in 
the art will appreciate from this disclosure that any suitable method of scoring the 
player-in-turn by the players-out-of-turn can be used without departing from the scope 
of the present invention. 

[0038] It is preferred that the at least one player-out-of-turn provides feedback 

on the player-in-turn's presentation and/or provides advice to the player-in-turn. This 
interactive communication supplements the feedback and communication which is 
generated by the scoring of the player-in-turn by the players-out-of-turn and provides 
an opportunity for all of the players to confront a real world situation without fear of 
consequences by challenging all of the players to develop principle based reasons for 
their actions. The interactive communication encountered at this point in the game 
will allow an opportunity for individuals to learn from each other and ultimately 
improve one's ability to handle difficult situations when encountered in the "real 
world." It is preferred that the at least one player-out-of-turn has only a limited time 
to present any critique and/or advice. 

[0039] The method of the present invention includes using the player's scores to 
generate a ranking of the player-in-turn at the end of the game. It is preferred that 
each of the plurality of players that has not reached a designated game over space 70 
on the board is allowed to take a turn as the player-in-turn until each of the players 
has a game piece 32 that has reached the designated game over space 70. 
Alternatively, players may be allowed to continue to make presentations regarding 
hypothetical situations even after they have reached the game over space 70 without 
departing from the scope of the present invention. 

[0040] It is preferred that bonus points or extra points be awarded to the player- 

in-turn for reaching the designated game over space 70 depending on how many of the 
players have reached the designated game over space 70 in advance of the player-in- 
turn. For example, the first player-in-turn to reach the game over space 70 may be 
awarded twenty (20) points, while the second player-in-turn to reach the game over 
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space 70 may be awarded fifteen (15) points, and the third player-in-turn to reach 
game over space 70 may be awarded ten (10) bonus points. It is preferred that once all 
of the players have reached the game over space 70, the total score of each of the 
players is compared to determine a winner. 

[0041] While one preferred embodiment of the game and method of the present 
invention have been described in connection with a board game 20, those of ordinary 
skill in the art will appreciate from this disclosure that this method may be adapted for 
use with a computer or other electronic device without departing from the scope of the 
present invention. Additionally, while particular forms, shapes, and principles have 
been detailed above, those of ordinary skill in the art will appreciate that such 
particulars may be altered or varied without departing from the scope of the present 
invention. 

[0042] Referring to Figures 1-14, one embodiment of the present invention 
operates as follows. Each player chooses a game piece 32 which preferably has a 
separate principle identified thereon. Then, forms 36 are distributed to players for use 
in preparing notes for presentations. It is preferred that one player be designated as 
being a judge. The judge is in charge of using a timer, such as the hour glass 42, to 
limit the time of presentations and critiques is also responsible for maintaining order 
during discussions. Of course, the role of judge can be rotated throughout the game. A 
random method is then used to determine the order in which the players will serve as 
the player-in-turn. 

[0043] As each player becomes the player-in-turn, that player randomly 
determines the number of spaces his or her game piece 32 will advance on the game 
board 20. When the player-in-turn's game piece 32 is advanced on the board 20 a 
specific number spaces 46, the appropriate score modifier 48 will be recorded on the 
player's score sheet 38. Depending on the coding of the space 46 (which is preferably 
accomplished by color coding the spaces 46), a hypothetical situation will be selected 
from the corresponding one of multiple groups of prearranged hypothetical situations. 
It is preferable that the player-in-turn reads this situation aloud and that the judge 
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records the identifier 26 in the scenario identifier field 54 of the score sheet 38. It is 
preferred that the player-in-turn then makes notes on a form 36 that will be used to 
make a presentation to the at least one player-out-of-turn. 

[0044] After the player-in-turn has presented his or her opinion as to what 
should be done in the hypothetical situation and provided any supporting reasons, the 
players-out-of-turn preferably have an opportunity to provide feedback on the player- 
in-turn's analysis and to provide any advice. Once this discussion section has 
concluded, each of the players-out-of-turn scores the player-in-turn's response to the 
hypothetical situation using a predetermined point scale. It is preferred that the judge 
average all of the scores provided by the players-out-of-turn and record the average in 
the average score field 62 on the score sheet 38. 

[0045] Then one of the players-out-of-turn becomes the player-in-turn and the 
prior player-in-turn becomes a player-out-of-turn and the game continues. The game is 
preferably completed when each of the players reach the game over space 70. It is 
preferred that when using a die 30 to advance game pieces 32, that a player will 
automatically move their game piece 32 to the game over space 70 if the die 30 
indicates a number of spaces should be advanced greater than those remaining 
between the space 46 supporting the player-in-turn's game piece and the game over 
space 70. It is preferred, but not necessary, that once a player reaches the game over 
space 70, that they no longer roll the die 30 or receive hypothetical situations to 
present. However, they still can participate by continuing to provide feedback and a 
score as outlined above for the other participants still active on the game board. It is 
also preferred that bonus points be award to the first, second, and third players to 
reach the game over space 70 over first. 

[0046] The game and method of the present invention provides a safe, non- 

threatening environment for players to develop decision making capabilities and 
encourages individuals to act in accordance with principles that are vital to success 
within the family and society. It is the intent of the method of the present invention to 
reinforce the value of a striving to develop a fulfilling life and to encourage lasting 
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success in relationships, business, and personal growth. 

[0047] While various steps, board game components, shapes, random number 
generators, principles, and hypothetical situations have been described above in 
various embodiments of the present invention, those of ordinary skill in the art will 
appreciate from this disclosure that any combination of the above features can be used 
without departing from the scope of the present invention. For example, every aspect 
of the game, except for the interactive scoring between players, can be automated using 
an electronic device or the like without departing from the present invention. It is also 
recognized by those of skill in the art, that changes may be made to the above 
described embodiments of the invention without departing from the broad inventive 
concept thereof. It is understood, therefore, that this invention is not limited to the 
particular embodiments disclosed, but is intended to cover all of the modifications 
which are within the spirit and scope of the invention as defined by the appended 
claims and/or shown in the attached drawings. 

* * * 
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